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O ne of nine planets in the 

Sigma Draconis system 
with a Class-G 9 star, 
three of which are habitable 
and contain sentient life. 
Sigma Draconis III rates B on 
the industrial scale and 3 on 
the technological scale, equal 
to Earth's development around 
1485. Their medieval level of 
technology means there is no 
way they could have launched 
the ion propulsion ship, later 
found to have originated from 
Sigma Draconis VI in this 
system. 


ourth of nine planets in the system, Sigma Draconis IV rates G 
on the industrial scale, which means that it is roughly equivalent 
to Earth in the year 2030. 


I nitial reports on this planet 
describe it as being in a glacial 
age with plentiful sentient life, 
although on a primitive level. As 
is visible from orbit and confirmed fJjJr 

by the ship's data, the only ice- d "/ 

free area is at tropical zone 

latitudes. « 

\ «H| p- 

On the surface, scans show no 
structures, mechanized objects or 
energy generation. The primitive H 
Morgs, large, hairy humanoid 
males, live on the surface. They 
wear animal skins for warmth and M 
their only weapons are crude 
spears and stones. 

Underneath the surface of the 

planet there is a technologically © Morgs 

advanced complex which is Sigma Draconis Vi. They live 

inhabitated by a group of females in fear of the Eymorgs, who 
who refer to themselves as control them with pain. 

Eymorgs. The Morgs describe the Eymorgs as the givers of pain 
and delight. 

Neither the Morgs nor the Eymorgs are intellectually advanced, but 
they appear to be descended from a highly sophisticated race which 
was more technologically advanced than the Federation. 


O Sigma Draconis III is one 
o f three habitable planets in 
the Sigma Draconis system. It is 
a relatively primitive planet, at 
the technological level of Earth 
in the late 15th century. 




L ocated 100 light M 
years from 
Federation 
space, Sigma lotia 

II is a blue colored 
planet when seen 
from orbit. This 
planet has many 
similarities to Earth, 
down to its 
humanoid 
inhabitants. The 
native lotians are 
highly imitative, and 


O Sigma Draconis VI is one of 
three populated planets in its 
system. In 2268, it is going through 
an ice age, but a small temperate 
region is still habitable. 

O The Eymorgs live in a 

technologically advanced 
underground complex, but they 
only have the intellectual 
development of small children. 


+ j . 11 . f/couciui fjiaiici, uui un tne surface 

tend to look to the lotians have lovingly recreated a violet 

sources other than society from Earth's past. 

their own to guide 

the way they live their lives. When a Federation ship, the U.S.S. 
Horizon NCC-176, visits the planet in 2168, a crew member leaves 
behind a book called 'Chicago Mobs of the Twenties'. The resulting 
disastrous cultural transformation perfectly illustrates why the 
Federation has since adopted the Prime Directive of non¬ 
interference with alien cultures. 

The lotians found the corrupt 
world of 1920s Prohibition era 
Chicago to be something to aspire 
to. They subsequently became 
divided up into territories with 
leaders, or 'bosses', to administer 
a violent form of order. Virtually 
all its citizens carry 'heaters', or 
primitive Earth-style guns, and 
talk in a midwest dialect. 


O The lotians have 
constructed a city 
that resembles 1920s 
Chicago. They dress 
in 20th century 
clothing, and travel 
in automobiles. Their 
system of government 
is based on mob rule, 
with various territories 
controlled by leaders 
known as 'bosses'. 



























P lanet located in the Solari system, 
where a state of war between the 
humanoid inhabitants of Solais V 
existed for 15 centuries. The two sides 
finally resolve to pursue a course of peace 
in 2365. Acknowledging the fact that a 
mediator would be required, a specialist 
named Riva is called in to negotiate. A deaf 
mute, Riva usually employs a telepathic 
chorus to interpret his words. When the 
chorus of three is killed in the crossfire on 
Solais V, Riva's resolve hardens and he 
remains on the planet, determined to teach 
both sides sign language in order to 
complete the peace talks. In 2371, freighter 
captain Kasidy Yates delivers a 
consignment of duridium to Solais V. 


O The area chosen to 
start the negotiations 
is barren and rocky, but 
provides an acceptable 
venue for both sides. 

O The inhabitants of 
Solais V eventually 
attempt to make peace by 
learning sign language. 


O ln 2365, the U.S.S. 

ENTERPRISE NCC- 
1701-D transports the 
mediator Riva to Solais V 
so that he can conduct 
negotiations between the 
two warring races on the 
planet. Riva hopes to end 
1,500 years of war. 


H ome to the Satarran race, who have been at war with the 
Lysians for many years. In 2368, a Satarran, masquerading as 
Starfleet officer Commander Kieran MacDuff, easily destroys 
a Lysian ship using the U.S.S. Enterprise NCC-1701-D's weapons. 

The Satarrans gain control of the U.S.S. Enterprise by using a 
probe which erases and rewrites large portions of computer 
information and affects the memories of the Enterprise's crew. The 
computer and 'Commander MacDuff' tell the bridge crew that the 
Federation is at war with the Lysians. Eventually, the Satarran 
imposter is exposed and neutralized after he tries to persuade the 
crew to fire on the Lysian Central Command. 


I n 2368, the inhabitants of this Federation colony are attacked by 
what initially appears to be a group of Bajoran terrorists led by a 
man named Orta. The attack was actually perpetrated by the 
Cardassians, who are attempting to discredit the Bajorans and gain 
Federation sympathy. 


T his Class-M world is part of 

the Coalition of Madena, 

along with the neighboring 
planet of Altec. Although these 
twin worlds are formally at peace, 
relations are strained when it is 
discovered that Benzan of 
Straleb, the son of Secretary 
Kushell, is engaged to Yanar 
from Altec. Benzan had given 
Yanar one of Straleb's national 
treasures, the Jewel of Thesia. 


P lanet with a population in the millions. In 2364, an outbreak of 
the painful and ultimately deadly Anchilles fever strikes Styris 
IV, threatening the planet's population. The disease is highly 
infectious and an epidemic is averted only when the U.S.S. 
Enterprise NCC-1701-D, under the command of Jean-iLuc Picard, 
delivers a rare vaccine which the crew obtained from Ligon II. 


O Benzan almost leads the 
people of Straleb into a 
war before he admits the truth. 


O The plant m 

life on 
Surata IV 
contains 
deadly toxins, 
andRiker 
nearly dies 
after pricking \ 
his leg on a \ ~ 

ISiHHDnB 

O The U.S.S. ENTERPRISE conducts a 
survey mission on the Class-M planet 
Surata IV in late 2365. 


T his planet is surveyed by an 
away team from the U.S.S. 
Enterprise NCC-1701-D in 

2365. A lush, tropical area is 
being studied when Riker is 
pricked by a deadly plant. He is 
almost killed by an invasive virus 
which affects his central nervous 
system, but Dr. Pulaski finds 
a way to stimulate unhappy 
emotions, which defeat the virus. 




























himmering at the the barrier, its sensors 
edge of the Milky record its density, energy, 
Way, the Galactic and radiation levels as 
Barrier poses a negative, making for an 
mysterious and unlikely phenomenon that 
risk-laden challenge confounds navigation and 


negative energy generated 
by the barrier can cause 
stations, engines and 
equipment to overload, 
leaving a vessel severely 
damaged. The barrier also 
causes extreme sensor 


for any starship defies logic. 


that attempts to pass 


distortion. Passing through 


through it. 


the barrier is like crossing 


Any vessel that enters the Galactic Barrier is buffeted 


The barrier is effectively 


The first vessel known into the eye of a powerful 
hurricane; all readings jump 


by waves of energy. The ship's sensors will almost 
certainly be badly damaged. 


it is comprised of negative Galactic Barrier is the S.S 


energy, and appears to 


Valiant During a magnetic journey is turbulent and 


ships as a wavering ribbon space storm in about 2064, unpredictable. 


The barrier can 


of pink and red, a gaseous the Valiant was swept 


The Valiant survived the 


heighten latent 


cloud wall that grows 


telepathic and 


physical damage caused by 


ominously longer and more encountered the barrier 


telekinetic 


passing through the barrier, 

but fell victim to one of the 1 1 Vmm ^ 

side effects of entering the 

phenomenon. 

Exposure to the barrier | ^. 

affects the neurocircuitry of i 
individuals with high 

degrees of latent extra L —-- - 

sensory perception. In and telekinetic abilil 
some cases this can prove the point where the 
fatal, and in others it greatly affected individuals 
enhances psychokinetic godlike abilities. 


abilities in some 
humanoids. 

When the U.S.S. 
ENTERPRISE enters 
the barrier in 2265 
it transforms Gary 
Mitchell into a 
being with godlike 
powers. 


dense as it is approached. 


on its return trip. 

Entering the barrier is 
main deflectors may detect extremely dangerous. The 


The Galactic Barrier is 
a band of energy at the 
perimeter o f the Milky 
Way galaxy. It is 
composed of negative 
energy and is extremely 
dangerous. The forces 
inside are capable of 
destroying a starship. 


During Captain Kirk's first five year mission, the 
U.S.S. ENTERPRISE enters the Galactic Barrier three 
times: once on a research mission, once under the 
control of the Kelvans, and once by accident. 



































when Lawrence Marvick exactly to its original 
is driven mad by looking at position, 
a Medusan without j. p . n ■ 

adequate protection. His I lie UlCUl uQINgi 

bizarre actions cause the The Great Barrier 
ship to exceed warp 9.5, surrounds the center of 
and to inadvertently enter a the Milky Way Galaxy. 11 
space-time continuum crackles with energy, an 

within the Galactic Barrier. starship's sensors will n 
With no way to function in its presence, 

determine its location, the Until 2287, no starship i: 
Enterprise is left to float in known to have passed 
the void like a derelict ship . through the Great Barrie 
Returning to warp speed and, according to report: 
would cause even greater will destroy any vessel 
sensor distortion than the which attempts to breac 
Enterprise has already it. However, these repoi 

experienced, and navigating are not accurate. The 
the barrier at sublight speed danger posed by the Gn 
is impossible. Barrier is mostly illusory, 

Ultimately, this problem and a vessel can pass 
is solved by a mind link through it without 
between Mr. Spock and the sustaining serious dams 
Medusan ambassador For thousands of year 

Kollos. The Medusans the Great Barrier is usee 
are known for their to imprison an extreme! 

extraordinarily advanced powerful being who live 

navigational skills, and the on the planet. In 2287 tl 
fusion between Spock and being is destroyed by th 
the ambassador allows combined crews of the 
Spock to pilot the U.S.S. Enterprise NCC 

Enterprise through the 1701-A and a Klingon 
barrier, and back almost Bird-of-Prey 


Barrier is dangerous, it can 
be penetrated. In 2268, the 
Enterprise successfully 
passes through the barrier, 
though not with its original 
engine design; the ship's 
warp engines are modified 
by representatives of the 
Kelvan Empire, who are 
from the neighboring galaxy 
of Andromeda. Their own 
ship was destroyed when 
they passed through the 
barrier on their way into the 


The results were 
disastrous for the Valiant 
and its crew. Ultimately, the 
captain of the Valiant gave 
the destruct order to 
prevent an 'enhanced' 
member of his crew from 
reaching civilization. 

When the U.S.S. 
Enterprise NCC-1701 
enters the barrier in 2265, 
power surges burn out the 
ship's main engines and 
warp drive, and cause the 


Having passed through 
the barrier, it can be very 
difficult to return. Once a 
ship is inside the barrier, all 
known reference points are 
lost, making it impossible 
for a ship to determine its 
position by conventional 
means and, subsequently, 
to plot a course back. 

In 2267, the Enterprise 
passes through the barrier 


The massive Great Barrier encloses the center of the 
Milky Way Galaxy. Until the ENTERPRISE crosses it 
in 2287, it is believed that it is impossible to pass 
through the Barrier, 


I m 


SPACE 


PHENOMENA 


O Sybok takes the 
ENTERPRISE to the 
Great Barrier because he 
believes that he will find 
the mythical Sha-Ka-Ree 
on the other side. 
According to reports, 
nothing can pass 
through the Barrier. 


O Although 

impressive, the 
enormous waves of 
energy which make up 
the Great Barrier are 
mostly harmless, and 
the U.S.S. ENTERPRISE 
is not harmed. 


deaths of nine crew 
members. Two other crew 
members, Lieutenant 
Commander Gary 
Mitchell and Dr. Elizabeth 
Dehner, gain heightened 
intellectual and extra¬ 
sensory powers that 
threaten the safety of the 
Enterprise. Both the 
affected crew members 
eventually die on Delta 
Vega during a confrontation 
with the Enterprise's 
captain, James T. Kirk. 

Although the Galactic 


Milky Way Galaxy, but 
they escaped in life pods. 
Because no form of 
transmission can penetrate 
the barrier, the Kelvans are 
unable to transmit a 
message back to their 
galaxy. They hijack the 
Enterprise for their long 
return trip to Andromeda, 
and adapt its engines to 
produce velocities far 
beyond the reach of 
Federation science. 

The Kelvan modifications 
allow the Enterprise to pass 
through the barrier without 
damage. At one point, Mr. 
Spock and Chief Engineer 
Scott devise a suicide plan 
for the Enterprise 
contingent on passing 
through the barrier. Mr. 
Scott opens the control 
valve to the matter/ 
antimatter nacelles. The 
plan is to flood the 
antimatter chambers with 
positive matter while the 
Enterprise is in contact 
with the barrier's negative 
energy. But Captain Kirk 
decides against the plan, 
and the journey through the 
barrier is completed. 


mk >• * .. / 




GALAXY 

FACTS 

O Starfleet only 
learned what 
happened to the 
S.S. Valiant in 
2265, when the 
U.S.S. Enterprise 
NCC-1701 retrieved 
a recorder marker 
which the captain 
of the Valiant had 
launched immedi¬ 
ately before his 
vessel was 
destroyed. 
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THE BATTLE WITH THE BORG 


I The 

^ u.s.s. 
SARATOGA 
NCC-31911 
is one of 
the ships 
assembled to 
confront the 
Borg at the 
Battle of Wolf 
359. The 
SARATOGA 
is damaged, 
and the 
captain has 
to give the 
order to 
abandon 
ship. 

Each 

^ escape 
pod is piloted 
by two crew 
members, 
who sit at 
the front of 
the ship. 

Other crew 
members sit 
behind them 
on seats 
which are 
lined up 
against the 
pod's walls. 
The pod is 
launched at 
high speed. 


As the 
^ U.S.S. 
SARATOGA 
is destroyed. 
Commander 
Benjamin 
Sisko rushes 
to his 
quarters to 
help his wife 
and son to 
their escape 
pod. He is 
too late to 
help his wife, 
Jennifer, but 
manages to 
save his 
young son. 

The large 
^ rear view 
window 
provides the 
escape pod's 
passengers 
with a view 
of their 
vessel. At 
the Battle 
of Wolf 359, 
Commander 
Sisko 

watches the 
destruction 
of the 
SARATOGA 
from an 
escape pod. 


FEDERDHON STRRFLEET 


FILE 31 


rj poos m me u.*.s. SARATOGA are only used in the last resort. They can 

V accommodate more than a dozen passengers, and are far larger than the four-man 
escape pods fitted to GALAXY-class ships such as the U.S.S. ENTERPRISE NCC-1701-D 
The escape pods were used when the SARATOGA was destroyed by the Borg in 2367 ' 


Normally, all personnel are assigned to 
specific pods per an assigned evacuation area. 
These assignments are enforced through 
evacuation exercises which are part of the 
routine aboard a starship. During the 
evacuation, everyone is ordered to their 
assigned areas and instructed to leave personal 
belongings behind. This last command 


increases the space aboard the pod for the 
more precious cargo - human life. 

After it is has been launched, the escape 
pod's automatic distress beacon transmits a 
subspace signal to indicate its location to other 
vessels. Without this locator signal, it would be 
extremely difficult for rescue vessels to find 
the pods in the vast reaches of space. 


E scape pods, or lifeboats as they are 

sometimes known, have proved their value 
many times over to Starfleet personnel 
forced to abandon their vessels after an 
accident or an attack. Different models of 
escape pod are fitted to different Starfleet 
vessels; the Miranda-class U.S.S. Saratoga 
NCC-31911 is equipped with lozenge-shaped 
pods, each of which can safely accommodate 
at least a dozen people. 

The escape pods are extremely functional. 
They have doors on each side to allow as many 
personnel as possible to enter in the minimum 
amount of time. There are two small viewports 
on each side, with a large viewing window in 
the rear of the vessel. The pod has two pilots 
who sit at the front of the vessel; passengers 
sit in rows along the side of the ship, facing 
into the middle of the cabin with their backs 
to the walls. 


Safe distance 

The escape pods are launched from the 
Saratoga at high speed. This is essential 
because, in the case of a warp core breach, 
the escape pods must reach a safe distance to 
avoid being struck by the shockwave generated 
by a matter/antimatter explosion. When the 
Saratoga is destroyed at the Battle of Wolf 
359, the last escape pods launched reach a 
safe distance within 10 seconds. 
























































FORE VIEW 


DORSAL VIEN 


Escape pod 

This design of escape pod is carried 
on Miranda -class vessels, such as 
the U.S.S. Saratoga NCC-31911 
in the 2360s. Compared to other 
designs of escape pod, it is quite 
large and can carry more than 12 
crew members. After it has been 
launched, the escape pod transmits 
an emergency subspace signal 
which allows other vessels to locate 
it easily and rescue the crew 
members. 
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OTHER GROUPS 
AND LIFE FORMS. 

SPECIAL FACILITIES... 
STAR TREK: 

The Original Series. 


File 18 
File 66 


File 68 


I on propulsion for interstellar travel is 
a technology the Federation has never 
encountered before 2268. In this year, 
the U.S.S. Enterprise NCC-1701 is 
boarded by an occupant of an ion 
propulsion ship which is later learned to 
originate from the sixth planet in the 
previously unexplored Sigma Draconis 
system. The vessel is capable of interstellar 
travel and is considerably more advanced 
than Federation vessels of this period; it can 
achieve speeds that are far beyond the 
Enterprise's capabilities. 

Chief Engineer Montgomery Scott of 
the U.S.S. Enterprise is so impressed with 
the ship's design and propulsion method that 
he pronounces it "a real beauty." As the 
interior of this ship is never seen by a 
Starfleet officer, the exact technical 
specifications are unknown. However, the 
information gathered by the Enterprise's 
sensors suggests that the ion propulsion ship 
uses a system of magnetic fields to drive 
electrically charged gases. This results in a 
highly efficient propulsion system which 
leaves a residual trail of ion particles. 


for the single crew member, an Eymorg. 

The vessel does not respond to standard 
hailing frequencies. It is equipped with a 
transferral beam, similar to a transporter; 
which can be targeted accurately enough 
to beam an individual on to the bridge of 
another ship. The ion propulsion ship 
is apparently purpose built to perform a 
single job. 


By 2268, the Eymorgs are no longer 
technologically advanced. They only have 
the intellectual development of children, and 
have no knowledge of the space beyond 
their planet. However, every 10,000 years 
one of them takes the ion propulsion ship 
and leaves their planet. 

The pilot is given the knowledge 
necessary to control the vessel by a device 
known as the Teacher. This device uses 
advanced technology to transfer information 
from the planet's ancient library tapes directly 
into the brain of one of the Eymorgs. Under 
the Teacher's influence, the Eymorg pilot 
becomes intellectually advanced. The effects 
of the Teacher only last three hours, but this 
is apparently just enough time to leave 
Sigma Draconis VI, intercept a vessel, 
remove the brain of one of the passengers, 
and return to the planet. 

The Eymorgs need the brain to run the 
underground complex in which they live. 
When the ion propulsion ship intercepts the 
Enterprise, the pilot, Kara, removes Spock's 
brain. Since she performs the surgery on 
board the Enterprise, it seems that the ion 
propulsion ship does not need its own 
surgical lab. However, it clearly carries 
equipment which can keep the brain alive 
until it arrives on Sigma Draconis VI. 


The ion propulsion ship is constructed of a 
metallic substance and is a polished metallic 
color. When viewed head on, the ship is 
circular with four protruding aft foils 
equidistant around the circumference; 
these appear to contain pods, which are 
presumably an essential part of the ion 
propulsion system. 

From the side, the vessel is long and 
cigar-shaped with a pointed fore section. 

The ship is designed for use by humanoids 
and only requires a crew of one. The interior 
atmosphere is conventional nitrogen/oxygen 


^ The ion propulsion vessel has a compact design, 
which impresses Mr. Scott. It is the product of a 
culture which has subsequently collapsed. 


^ The vessel 
~ uses 
technology that 
is far more 
advanced than 
anything else 
that has been 
encountered by 
the Federation in 
the 2260s. It is 
capable of 
achieving high 
warp speeds , but 
leaves an easily 
detectable trail. 


w The ion propulsion vessel 
V is launched from Sigma 
Draconis VI. The only data that 
Starfleet has on this planet was 
acquired by long range scans. 


± Kara uses a bracelet on her left arm to 
stun the crew so that she can remove 


± Kara only has one purpose - to steal 
Spock's brain. The Teacher has given 
her the skills she needs. 


± The ion propulsion vessel returns to 
Sigma Draconis VI, where the stolen 
brain becomes the Eymorgs' controller. 


stun the crew so that she can 
Spock's brain without being disturbed. 
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Flint - Immortal Being 

The mysterious Mr. Flint is one of the most influential men in human history, 
but hardly anyone hnouis the full, remarhable story of his G.QOO-year life. 



2 KHAN NOONIEN SINGH 
12 ZEFRAM COCHRANE 


ANDROIDS........... .File 55 

STAR TREK: 

The Original Series.File 68 








Flint's collection 
of unknown works 
of art is priceless. 
Analysis shows 
that many of the 
paintings in his 
palace are 
undoubtedly by 
Leonardo da Vinci, 
even though they 
are painted on 
modern canvas. 

But Flint prefers to 
keep his identity 
secret. 


Mman 
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M r. Flint is just 

one of the names 
which a nearly 
immortal being 
from the planet 
Earth has used 
over the 

millennia; he has also been 
known as da Vinci, Brahms, 
Solomon, Alexander, 
Lazarus, Methuselah, 

Merlin, and Abramson. 

Flint's given name was 
Akharin; he was born in 
Mesopotamia in 3834 
B.C.E. Then, Flint was a 
bully and a fool. During a 
battle, he was struck down 
and stabbed in the heart, 
but remarkably he did not 
die. Due to a genetic fluke, 
Flint is blessed with almost 
instant tissue regeneration 
and biological renewal; 
unlike his fellow humans, 
he does not age and 
recovers almost instantly 
from even the most serious 
injury. Barring an 
extraordinarily serious 
accident, he will live 
forever. 

Flint is far stronger than 
normal humans and 


appears to be exceptionally 
intelligent, though it is not 
clear whether this is due to 
his years of experience or 
is another aspect of his 
genetic makeup. 

Rncient secret 

Flint decided to keep his 
immortality a secret and 
was forced to pretend to 
age. Fie continually moved 
from place to place, leaving 
friends and lovers behind 
before anyone could guess 
the truth about him. Flint 
often faked his own death 
to keep his secret. As 
centuries and millennia 
passed, his wealth and 
knowledge grew. Fie 
learned an enormous 
amount and had the rare 
and enviable opportunity to 
meet great men like Moses 
and Socrates. 


111 3834 B.C.E. 

Mesopotamia. Earth 

n . 

Watches the Blech Plague decimate 
the population of Constantinople. 


Adopts identitq of the artist 
Leonardo da Vinci. 

-4 ■ ■ -iLsf- 
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Adopts identitij of the 
composer Johannes Brahms. 

Purchases Holberg 917-13 
i ; Requiem for Methuselah' [TOS] 

^ Flint, or Akharin as he was born, 
is probably the oldest man in 
history. He was born in 3834 B.C.E. 
and, thanks to a fluke of nature, has 
barely aged since. His body can 
recover from almost any injury. 


★ Musical gift 


Flint continues to write 
music in the style of 
Johannes Brahms. In 
2369, Spock finds a 
recently completed waltz 
at Flint's piano. 


Flint himself has made 
a valuable contribution to 
Earth's culture. Fie is a 
talented painter and 
musician; his enormous 
experience has allowed him 
to develop his skills and 
through the centuries he 
becomes known as some 
of Earth's most revered 
artists. 

Flint finds life as an 
immortal far from easy. Fie 
married a hundred times, 


but every time he was 
forced to watch as his 
loved ones grow old and 
die. His unique physiology 
protects him from many 
disasters, such as the Black 
Plague in the 14th century, 
but he could do little but 
watch as those around him 
died in agony. 

Flint becomes 
disillusioned with humanity, 
which he finds cruel and 
brutish. In 2339, using the 
identity of Mr. Brack, a 
reclusive millionaire, he 
buys Holberg 917-G, a 
small planetoid in the 
Omega system. 

On the planetoid, Flint 
builds a palatial home for 
himself, reminiscent of 
Byzantine architecture. He 

★ Beautiful home 

Flint eventually leaves 
Earth and buys a planet of 
his own. Here he builds an 
enormous palace where 
he lives in almost total 
seclusion. 
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has an enormous collection of rare 
manuscripts, books, music and art 
of an extraordinary caliber that 
spans centuries. The collection 
includes a Shakespeare First Folio, 
a Gutenberg Bible, the "Creation" 
lithographs by Taranullus of 
Centauri Seven, numerous 
paintings by Leonardo da Vinci - 
none of which have been 
cataloged or reproduced - some 
works by Reginald Pollack and a 
Sten from Marcus II. This eclectic 
assortment of truly great work fills 
the walls of his living room, music 
room and billiard room. The rooms 
are also filled with Persian-style 
carpets and antique furniture. The 
music room is home to an ornate, 
gilded piano, and on its music 
stand sits an original manuscript of 
an unknown waltz by Johannes 
Brahms. 

Flint treasures his privacy and, 
in an effort to deter uninvited 
visitors, he surrounds his planet 
with screens that make it appear 
to be completely lifeless. He has 
seen so many die that death 
means little to him, and he would 
not hesitate to kill to protect his 
secret, yet he has been known to 
exhibit compassion and can be a 
very gracious host. 

Immortal love 

Flint has developed advanced 
technology which he keeps to 
himself. In his laboratory on 
Holberg 917-G, he develops a 
robot called M-4 that serves him 



CROWNING GLORY 


Flint designs Rayna Kapec to be his 
ideal woman; it takes him at least 17 
attempts to create an android with 
which he is satisfied. Rayna is both 
beautiful and intelligent, and holds the 
equivalent of 17 university degrees in 
the sciences and arts. But to Flint's 
frustration, she feels no emotion. 


Over 6,000 years, Flint has had many 
wives. He hopes that the android Rayna 
Kapec, who like him is immortal, will be 
the last. 


Flint designs at 
least 16 prototypes 
before he 'perfects' 
Rayna Kapec. Flint 
loves the finished 
android, who 
embodies his idea 
of the perfect 
woman. 


Rayna is unable 
to assimilate the 
emotions that Kirk 
awakes in her, 
and when she is 
forced to choose 
between Kirk and 
Flint it is too 
much for her. 


Flint does everything he can to awaken 
feelings of love in Rayna, but it is only 
when Captain Kirk arrives that he sees 
her emotions surface. 



Flint has 
developed 
extremely 
advanced 
technology which 
allows him to 
place the 
ENTERPRISE in 
stasis and reduce 
it, and its crew, to 
a fraction of their 
original size. 


Flint watches everything 
that happens in his palace 
from a private chamber. 
He is delighted to see that 
Kirk is awaking emotions 
in Rayna Kapec. 


Flint has constructed a 
robot, which he calls M-4. 
This advanced device acts 
as his servant, providing 
him with all his material 
needs. 




I have... loved cherished... Man a brief 


fragrance, then age. death, the taste of dust. - 


wisest man in the Galaxy." Flint 
loves her totally, as any artist loves 
his or her own creation - he has 
designed her to be his heart's 
desire, a beautiful woman with an 
extraordinary intellect who will live 
forever. But he is frustrated by his 
inability to evoke feelings of love 
in her. 

Difing dreams 

When a landing party from the 
U.S.S. Enterprise NCC-1701 visit 
Holberg 917-G in 2269, Flint 
notices that Rayna is attracted to 
the party's leader, Captain Kirk. 

He brings the two of them 
together and, as he had hoped, 
Rayna develops emotions. But Flint 
has miscalculated; when Rayna is 
forced to choose between her love 
for Flint and her love for Kirk, she is 
overwhelmed by emotion and dies. 

The landing party also 
discover that, away from Earth's 
atmosphere, Flint is no longer 
immortal. On Holberg 917-G, 
he will eventually age and 
ultimately die. 


in numerous ways: security guard, 
gardener, technician, housekeeper, 
butler. He has also programmed 
M-4 to defend the household and 
its members. 

Despite all his wealth and power, 
Flint is almost unendurably lonely. 
His greatest desire is to have a 
female companion with whom he 
can share eternity. To this end he 
creates Rayna Kapec, a beautiful 
female android. Rayna believes 
herself to be human and considers 
Flint to be the "greatest, kindest, 
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JaneiDflij and Chakotay 



their differences and is 
prepared to move toward 
Chakotay. She makes 
B'Elanna Torres Chief 
Engineer on his advice, and 
is delighted when he 
shows her one of his 
people's rituals and 
introduces her to her spirit 
guide. In return, she 
teaches him to be a little 


less private, and to rely on 
her and the other members 
of the crew. 

Chakotay makes a point 
of supporting Janeway's 
captaincy. He tells the other 
members of the Maquis 
that they will obey her 
orders simply because she 
is the captain. When a 
small group of the Maquis 


find it hard to fit in on 
Voyager, he even threatens 
to enforce discipline the 
Maquis way, by beating 
them into submission. 

In the first year of 
Voyager's time in the Delta 
Quadrant, Chakotay 
occasionally feels that 
certain situations are solely 
his responsibility and 


Janeway has found Chakotay 
and his Maquis troops as 
ordered, but in the Delta 
Quadrant the most important 
thing is getting home. The two 
leaders put their differences 
aside and join forces. 


Janeway and her crew were sent to track down 
Chakotay and his Maquis colleagues and bring 
them to 'justice', so when he first comes aboard 
the U.S.S. VOYAGER he is expecting trouble. But 
the mistrust between the two soon vanishes. 


It takes Janeway some time to convince 
Chakotay that he must rely on her and the 
rest of the crew. When her first officer learns 
that his 'son' may be in danger, she pledges 
to stand by his side, whatever the risks. 


(I successful relationship between a captain 
and her first officer must be dynamic and 
flexible. Captain Kathryn Janeway and First 
Officer Chakotay are a perfect example of 


opposites in harmony. 


W hen Kathryn 

Janeway and 
Chakotay first 
meet, he is a 
renegade from 
Starfleet and she 
has been 

assigned to track him 
down. However, because 
they are stranded in the 
Delta Quadrant, 
thousands of light years 
from Federation space, 
they put their differences to 
one side and combine their 
two crews for the long 
journey home. Captain 
Janeway realizes that 
Chakotay's support will be 
invaluable, and she makes 
him her first officer. 

By giving the post to a 
former member of the 
Maquis, Janeway is taking 
a considerable risk. Several 
members of her Starfleet 
crew feel it is unwise to 
give senior positions to the 
Maquis; Tuvok even 


prepares a secret 
contingency plan in case 
Chakotay leads a mutiny. 
However, Janeway and 
Chakotay soon form a good 
working relationship and, 
despite a few 'teething 
problems', the two crews 
form a cohesive unit. 


Differing styles 

The two commanding 
officers have very different 
personalities. Janeway is a 
rationalist and a scientist, 
from a long line of senior 
Starfleet officers. In 
contrast, Chakotay has a 
much more spiritual 
, approach to life. He was 
raised by a colony of 
Native Americans who 
encouraged him to look 
beyond the scientific. 
Although he was attracted 
to life in Starfleet, he 
resigned his commission 
to fight for his people. 

Janeway is aware of 


HOFILf 01 


Janeuiaij and Chakofaii meet in 
the Delta Quadrant 

Chahotaij introduces Janeuiay 
fo Her animal guide. 

Janemag puls Chahotaij on 
reporffor ’attacking' Sesha alone. 

Janemai] and Chahotaq spend 
three months stranded on a plane!. 

Janeuiag commits Voysgerti 
help Chahotaij rescue 'his' son. 

Chahotaij objects to Janeinag's 
decision to do a deal uiith the Borg. 

Caretaher* [VOV] 


A Despite their different backgrounds, 
Janeway and Chakotay have become 
a tight-knit command team who have 
successfully united their two crews. Their 
spiritual and scientific approaches to life 
complement one another, and they have 
become very close friends. 
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Coming together 

Chakotay has a much more 
spiritual background than 
Janeway, but she is willing 
to explore his beliefs. Shortly 
after he joins VOYAGER'S 
crew, Chakotay introduces 
Janeway to her animal guide. 


★ Inner world 

Chakotay uses a device called 
an akoonah, which induces an 
hallucinatory state and takes the 
user on a vision quest. Janeway 
finds herself on a beach, where 
she meets her animal guide. 




Janeway and Chakotay establish 
an excellent relationship, and he is 
almost always at her side. Together, 
they have led their 
I crew through some 
extremely difficult 
times. 


When they are 
forced to remain on 
an isolated planet, 
Chakotay accepts 
the situation and 
begins work to 
make their lives 
more comfortable. 
Meanwhile, 
Janeway works to 
find a cure to the 
disease that has 
afflicted them. 


Janeway reveals 
that she enjoys a 
bath far more than a 
sonic shower, and as 
a surprise, Chakotay 
builds her a tub. 


it United leadership 

When VOYAGER discovers a human colony on a world in the 
Delta Quadrant, Captain Janeway offers the crew a chance to 
remain. Before the final decision is made, she and Chakotay 
meet to face the situation together. 


decides to deal with them on his 
own, without Janeway's authority. 
For instance, when his former 
lover Seska steals valuable 
technology, he takes a shuttle 
and pursues her alone. 

When the crew of Voyage r 
rescue Chakotay, Janeway is 
furious and puts him on report. 

She tells Chakotay that she is 
disappointed in him and points out 
that if they are to keep the chain of 
command, he must respect it. She 
teaches him that the crew are 
much more than his colleagues 
and will stand by him when he has 
problems. When Seska gives birth 
to a child she claims is Chakotay's 
son, Janeway refuses to allow him 
to act alone, and tells him that she 
and the entire crew are willing to 
risk their lives to help him. 

Over the first three years of their 
voyage, Janeway comes to rely on 
Chakotay. She regularly consults 
with him and comes to depend on 


insight and his calm efficiency. 
However, she never loses sight of 
the fact that she is the captain. 
When Chakotay disagrees with her 
decision to make a deal with the 
Borg, she simply notes his opinion 
and dismisses him. 

For his part, Chakotay feels that 
it is part of his job to be completely 
frank. He occasionally feels that 
Janeway is too driven and that 
sometimes she does not know 
when to step back. But, even 
when he disagrees with her 
orders, he is careful to voice his 
concerns only in private, and 
maintains complete unity in front 
of the crew. 

Close relationship 

The two officers have an 
excellent working relationship 
which is probably as good as, if 
not better than, most in Starfleet. 
During their long journey Janeway 
and Chakotay have become close 


friends, who are willing to turn to 
one another to discuss their 
feelings. If circumstances were 
different, it seems that they might 
have been even closer. 

When both Janeway and 
Chakotay are infected by a virus 
they are forced to remain on an 
uninhabited planet while the rest of 
the crew continue their journey. On 
the planet the differences in their 
personalities are obvious. Janeway 
is determined to find a cure and 
rejoin the ship; she establishes a 
lab and tries to isolate a pathogen. 
Chakotay, however, accepts their 
situation and begins work turning 
their simple shelter into a home. 

He builds headboards, makes a 


bathtub, and even has plans to 
build a boat. Despite their different 
approaches to life, it becomes 
clear that without the formal 
constraints of the command 
structure, Janeway and Chakotay 
are attracted to one another. 

However, just as their mutual 
attraction begins to develop, the 
Voyager crew rescue their 
commanding officers and they 
return to the bridge of the ship. 

It is clear that they feel their 
positions prevent them from 
exploring any potential romantic 
feelings they might have for one 
another, but their experiences 
on the planet have drawn them 
closer together. 
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I n the Mirror Universe, as a scalpel rather than a 
Kira Nerys is a powerful club, and she has even 
member of the Alliance, claimed that she wants 
and holds the position of her slaves to love her. 
Intendant of Terok Nor However, if she feels that 
and the Bajoran sector, the Terrans are taking 
She is a brutal and advantage of her 

devious woman who has 'benevolent' approach, she 
managed to survive is capable of extreme 

numerous assassination brutality and has no qualms 
attempts and to maintain about ordering random 
the Alliance's rule over the executions. 

Terran slaves. Her Although she allows her 

Cardassian and Klingon authority and judgment to 

troops serve her without be challenged in public, she 

question. is completely sure of her 

On duty, the Intendant own power, 
dresses in a figure-fitting 
uniform of gunmetal gray 
fabric with an amulet 
bearing the symbol of the 
Alliance, and a braided 
silver tiara. 

Her first officer, Garak, 
believes that her treatment 
of the Terran slaves is 
somewhat indulgent. Kira's 
policy is to hold back from 
extreme brutality. She 
treats the slaves as her 
children and declares that 
she has no taste for 
violence, which she views 


Her relationship with 
Garak is strained. He does 
not care at all about 
painting a picture of 
magnanimity with regard to 
the Terran slaves who work 
in the ore processing units 
or with the various 
subservient alien races who 
run the promenade shops, 
bars and services. He is 
prone to using overt 
violence and public 
executions to drive fear into 


The Mirror Kira 
is fascinated 
by sensual 
pleasures, and 
orders those 
around her to 
satisfy her every 
desire. 


The Intendant 
grants certain 
privileges to 
some of the 
people she is 
fond of, such 
as Captain Ben 
Sisko. 


Although the Intendant can appear 
sentimental and even indulgent, she is 
a brutal commander who kills without 
a hint of remorse. 


^ In the Mirror Universe, Kira Nerys is the 
Bajoran Intendant of TEROK NOR. She is 
a powerful woman who inspires fear in those 
around her. She is fascinated by her counterpart 
from the Federation's universe. 
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the most desirable people in 
Bajoran, Klingon and Cardassian 

society. 

This Kira is extremely 
narcissistic, and when confronted 
by her counterpart from the 
Federation's universe she 
completely ignores her orders to 
execute intruders from parallel 
dimensions. She is attracted by 
the thought of influencing her 
counterpart's Bajor, and admits 
that she does not "give a damn" 
about her Cardassian or Klingon 
superiors. 


The Intendant has standing 
orders to kill any intruders from 
the Federation's universe, but she 
cannot bring herself to harm her 
own counterpart. 


When Kira 
discovers that 
someone has 
'betrayed' the 
Alliance, she can 
be brutal. She has 
no compunction 
about killing 
Quark and Rom, 
but decides to 
spare O'Brien 
and Sisko. 


the hearts of those races 
conquered by the Alliance. This 
definitely interferes with the 
Intendant's self-image. 


Kira has her favorites even 
among the Terran slaves. She is 
devoted to the shape-changing 
Odo, who maintains order in ore 
processing. She appreciates his 
strength, efficiency and 
uniqueness. 

She believes that she is innately 
superior to the Terrans but she 
gives some of her slaves the ability 
to travel at will throughout the 
Bajoran sector in exchange for the 
collection of tributes from passing 
ships. She is particularly fond of 
one Terran captain, Ben Sisko, 
whom she finds sexually attractive. 

There are even 'free' Terrans 
who work with the Intendant for 
the benefit of the Alliance. Kira 
manages to persuade the scientist 
Jennifer Sisko that she wants to 
cause the least harm possible to 
her Terran subjects. This may even 
be true; the Intendant knows many 
of her slaves by name, and seems 
genuinely surprised when one of 


In fact, Kira's devotion to her 
own interests and pleasures is 
often in conflict with the Alliance's 
orders. When she recaptures 
O'Brien and a man she believes to 
be her universe's Sisko, she does 
not execute them at once but 
spares their lives, simply because 
she is fond of them. This self 
indulgence costs her dear when 
they escape and persuade Jennifer 
Sisko to join the rebellion. 

The mirror Kira is mercurial and 
her mood can turn deadly at the 
slightest provocation.She orders 
the bartender Quark's death 
without hesitation and then, 
immediately afterward, decides 
to throw a party. 

When Kira is angry, she does not 
rage or scream but is terrifyingly 
calm. Even when things turn bad 
for her, the mirror Kira manages to 
survive and maintains her 
composure and her twisted sense 
of humor in the face of mounting 
disasters. 


them, Miles 'Smiley' O'Brien, 

attempts to escape from Terok 
Nor. She demands an explanation 
from him, but is totally unable to 
accept that he should even aspire 
to a better life. 


The Intendant is sexually 
uninhibited and seduces all those 
who attract her, both male and 
female. She is devoted to the 
pursuit of her own pleasure and is 
regularly pampered. She takes milk 
baths infused with the petals of 
the most exotic flowers available 
on Terok Nor, and is attended by 
a host of Terran slaves. They 
massage her body and her ego 
with the same careful devotion. 

Her likes and dislikes are carefully 


cataloged by everyone on the 
station, such as her preference for 
hot jumja tea. 

But the Intendant's love of 
indulgence should not be mistaken 
for weakness. Garak has made 
several covert attempts on her life 
without any success, and she has 
ruthlessly maintained her position 
in a difficult universe. 

When Kira is happy, she likes to 
throw a party. She enjoys beautiful 
music, and surrounds herself with 


A DANGEROUS POSITION 


^ Kira feels personally 
3 betrayed when Smiley 
O'Brien attempts to escape 
from TEROK NOR with 
Dr. Bashir. She seems 
genuinely unable to 
understand what reason he 
could have had to rebel. 

As far as she is concerned 
she treats the slaves fairly, 
even leniently. 


Kira's position as Intendant of Terok Nor and the 
Bajoran sector gives her an enormous amount of 
power, but also makes her a target for the Terran 
rebels and ambitious Alliance officers. Her own first 
officer, Garak, has made numerous attempts on her 
life, none of which have been successful. Her former 
slave. Miles 'Smiley' O'Brien, escapes from Terok 
Nor and eventually becomes a rebel leader. In 2372, 
O'Brien and his forces manage to capture Terok Nor 
and take the Intendant prisoner. 


^ Garak is 
” Kira's first 
officer. He often 
feels that she is 
too lenient and 
urges her to take 
forceful action 
against the 
Terran slaves. He 
is ambitious and 
wants to take 
over her position; 
he regularly 
looks for ways to 
assassinate her. 


^ Kira is 
~ delighted 
to have O'Brien 
back in her 
clutches. She 
knows that she 
should execute 
him, but sends 
him back to ore 
processing 
instead. She 
comes to regret 
this decision as 
O'Brien becomes 
a rebel leader. 
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Computer Interfaces 

On a Starfleet vessel, it is essential to assimilate data quicHlq and to input 
commands easily. Starfleet computer interfaces are designed to make 
both tasks as easy and efficient as possible. 


S tarfleet computer 

interfaces and displays 
have always been 
designed to present 
enormous amounts of 
information and receive 
commands in a simple 
and easily understandable way. 
Typically, computer panels are 
designed to accept voice 
commands, but by the 2360s the 
majority of personnel prefer to 
input data through a keyboard 
interface. This method of data 
entry is highly efficient and ensures 
a quiet working environment. The 
displays' interfaces are software- 
definable, and are regularly 
updated to ensure that they are 
as easy to use as possible. 

Each display screen is tied into 
a local subprocessor which has a 
record of predefined scenarios and 
operating procedures. This allows 
the computer interface to 
anticipate the demands that will be 


O Starfleet 
uses 
touch- 
sensitive 
computer 
interfaces. 
Typically , 
users input 
commands 
by pressing 
on a graphic 
interface 
which can be 
reconfigured 
according to 
their personal 
preferences. 


made upon it and reconfigure the 
display screen appropriately. The 
LCARS (Library Computer Access 
and Retrieval System) constantly 
monitors an operator's habits and 
reconfigures the display terminal 
that he or she is using so that the 
most commonly used elements 
are easily available. The graphical 
interfaces favored by Starfleet 
group associated functions and 
information in a logical and linear 
fashion; specific controls and 
information become available as 
appropriate choices are made. The 
display panels provide tactile and 
auditory indications that controls 
have been activated. 

Personal preferences 

Individual crew members 
can customize their operating 
station according to their personal 
preferences. This allows each 
person to work in a comfortable 
and efficient manner. If necessary, 


O Computer interfaces are 
mounted on a number of 
surfaces > including the large security 
'rail' on GALAXY-class ships. 


stations can easily be reconfigured 
when a new crew member takes 
over a duty shift. Software- 
definable interfaces also allow for 
a smooth transition when system 
upgrades are installed. Any crew 
members who have not been 
trained on the new interface 


configuration can simply instruct 
the display to emulate the older 
interface. 

Most Starfleet vessels operate 
standard data and command entry 
procedures to ensure that all crew 
are working as efficiently as 
possible. Any changes.to these 


DISPLAY FUELS 


Transparent tripolymer coating 


1 DATA INPUT The user inputs data by pressing 
on the surface of the computer interface. A 
sensor matrix detects pressure and transmits a 
signal to the nanoprocessors in the base layer. 


0 POWER SUPPLY The middle 

Li layer contains a network of 
monocrystal waveguides at 1.8mm 
intervals which transmit power to the 
sensor matrix on the surface layer. 


Sensor matrix 


Display membrane 


Polyduranide sheeting 


Monocrystal 

waveguide 


7 ADAPTIVE DISPLAY Nanoprocessors in the 

J base layer allow the computer interface 
to automatically reconfigure itself to suit 
the individual user's habits. 






































Computer Interfaces 


procedures are normally made 
only after consultation with the 
executive or commanding officer. 

The actual display panels 
themselves are made up of three 
distinct layers. The bottom layer 
is constructed of microfoamed 
polyduranide sheeting. This layer 
contains the optical nano¬ 
processors, which enable individual 
displays to configure themselves 
once they have been initialized by 
the local processor node. This layer 
acts as a base on which the other 
two layers are anchored. 

The next layer is a triaxial 
crystal display membrane, which 
produces the graphic interface. 
Power is transmitted to the sensor 
matrix on the next layer by 
monocrystal waveguides. The top 
layer, which is chemically bonded 
to the display membrane, contains 
the sensor matrix, which detects 
user input. The matrix is imbedded 
in a 2.5mm thick tripolymer-coated 
transparent aluminum wafer., 

The total depth of a typical 
display panel is less than a 


centimeter. This means that display 
interfaces can be fitted on a 
number of surfaces. They are 
not only used on free standing 
stations, but are suitable for use 
in tricorders and PADDs. The 
displays are extremely resilient 
and when, for example, fitted to a 
PADD can withstand a fall from a 
height of 35 meters. 

lernafive displays 

Starfleet favors two-dimensional 
displays, but these are by no 
means the only display systems 
available to personnel. Small 
holographic projectors are relatively 
common and can be used to 
present three-dimensional 
information to large groups of 
people. Typically, the holoprojectors 
are thin circular plates which can 
easily be carried to appropriate 
locations. In 2373, Starfleet begins 
to install holocommunicators on 
some of its vessels which allow 
personnel to project a holographic 
image of themselves to the bridge 
or ready room of another starship. 




O Starfleet 
personnel 
occasionally 
use three- 
dimensional 
holographic 
projectors. 
These small 
devices are 
portable and 
can be taken 
to appropriate 
locations 
around the 
ship, such 
as the 
observation 
lounge. 


O Standard 
display 
interfaces are 
thin enough 
and light 
enough to be 
fitted to 
handheld 
devices such 
as PADDs. 

The display 
screen is 
strong enough 
to withstand 
normal wear 
and tear or 
accidental 
damage. 




O The briefing room viewer can be 
tied into the computer systems to 
access the library computer. Information 
is not inputted by touching the screen 
but through vocal commands or a small 
row of buttons. 


BRIEFING ROOM VIEWER 


The viewer is three-sided to ensure 
all personnel can see the display. 


Rotating base 


Display panel 


M ultiple vieius In the 2260s, 

Starfleet briefing rooms were 
equipped with a three-sided viewer 
which allowed all personnel present to 
see one of three identical screens from 
a comfortable angle. Commands could 
be entered through a small interface 
which was designed to receive disks. 
Away from the bridge and other 'heavily 
populated' areas where too much noise 
could prove distracting, commands were 
normally given verbally. 
























1998 Paramount Pictures. •; 





"On the surface of Planet IV, 
system 892, the landing party 
has won the confidence of 
what obviously is a group of 
runaway slaves... they are 
creatures of a heavily 
industrialized 20th century- 
type planet, very much like 
Earth. An amazing example of 
Hodgkin's Law of parallel 
planet development. But, on 
this 'Earth', Rome never fell." 


I he crew of the U.S.S. Enterprise 

NCC-1701 find the wreckage of the 
S.S. Beagle , a ship which was lost six 
years earlier. There are no bodies and 
the wreckage has drifted here from 
Planet IV, system 892. Kirk heads 
for the planet while Spock reports 
that the Beagle was commanded by 
Captain R.M. Merrick, whom Kirk knew 
at Starfleet Academy. Planet IV is similar 
to Earth and has 20th century technology. 

Uhura picks up a transmission which 
shows a gladiatorial combat in which the last 
of the 'barbarians,' William B. Harrison, is 
killed; Spock tells Kirk that Harrison was a 
member of the Beagle's crew. 

Kirk, Spock and McCoy beam down to the 



surface, some distance from a city so that 
they are not observed. However, as they 
begin to explore, someone fires at them and 
tells them to stay still. A small group of 
armed men, whose leader is called Flavius, 
emerges from the rocks and takes the 
landing party to see a man called Septimus. 
Planet IV has a culture almost exactly like 
that of ancient Rome, but on this world the 
Roman Empire never fell. Septimus and his 
people are runaway slaves and followers of 
the 'sun'. 

Going nolive 

Septimus hasn't heard about any other 
men like Kirk, but when the captain 
mentions Merrick's name the slaves are 
shocked - Merrickus is the First Citizen, a 
butcher who is an enemy of the slaves. Kirk 
tells Septimus that he wants to take Merrick 
away to be punished, and asks for the 
slaves' help. Septimus agrees; the slaves 
provide the landing party with suitable 
clothing, and Flavius guides them to the city. 

A Roman patrol catches Kirk's party just 
outside the city walls and takes the four men 
to a prison. Kirk tells one of the guards to tell 
Merrickus that Jim Kirk wants to talk to him. 
The guards come back and take Flavius 
away, telling him he has been matched for 
the morning games, but Flavius insists that 
he will not fight. 

When Flavius has gone, the landing party 
overpower their guards. They run out into 
the corridor, but are confronted by Merrick, 
half a dozen armed guards, and the 
proconsul Claudius Marcus. 

The guards lead the landing party to 



7 The crew of the U.S.S. ENTERPRISE 
calculate that the S.S. BEAGLE was 
wrecked near Planet IV, system 892. 


2 Kirk, Spock and McCoy beam down to a 
location a short distance from the city 
so that they are not observed. 


g A group of renegade slaves find Kirk's 
party and, assuming that they are 
Romans, take them prisoner. 


4 The ENTERPRISE officers befriend the 
slaves and learn that this world is ruled 
by an advanced Roman Empire. 


ij Flavius takes Kirk's party to the city 
walls, but they are captured by a 
Roman police patrol. 


q The landing party finally find Merrick, 
who is now known as Merrickus, the 
First Citizen and Master of .he Games. 












Captain Kirk and his crew encounter 
more than one planet which like 
Planet IV, system 892, resembles 
Earth. Miri's planet also paralleled 
20th century Earth, and Omega IV 
replicated Earth's culture so exactly 
that the inhabitants even had a copy 
of the American constitution. 


and pulls the sword from the executioner's Merrick, but before he dies he throws the 
hand. The guards shoot Flavius, but Scotty's communicator to Kirk and the landing party 
attack comes at the same time and Kirk are able to beam away safely, 

manages to escape. He frees Spock and Back on the Enterprise , Uhura reveals that 

McCoy, but Claudius soon has them trapped, the landing party have misunderstood the 
The guards are in one another's line of fire situation on the planet. The slaves aren't sun 
so they attack with swords. During the fight, worshippers; they are Son worshippers. It 
Merrick pulls out the stolen communicator seems that, just as this planet had Caesar, it 

and contacts the Enterprise. Claudius stabs also had Christ. 


Claudius's chambers. The proconsul knows 
exactly who and what the Enterprise officers 
are. He orders some food for his guests, and 
Merrick explains that when the Beagle was 
damaged by a meteor he came to the planet 
looking for materials to make repairs. He 
met Claudius, who persuaded him to stay 
on Planet IV in order to prevent anyone from 
learning about and contaminating the 
Roman civilization. Merrick called his crew 
down to the surface, and confesses that he 
killed the crew members who wouldn't 
cooperate. Now he and Claudius want Kirk 
to bring the Enterprise crew down. 

Claudius threatens to kill Spock and 
McCoy if Kirk doesn't cooperate. He hands 
the captain his communicator, but before 
Kirk can warn Scotty some armed guards 
walk in. Kirk tells the Chief Engineer that it is 
'condition green' and Claudius orders the 
guards to take the prisoners away. 

'Condition green' is a code term which 
warns Scotty that the landing party is in 
trouble, but prohibits him from taking direct 
action. Scotty, however, decides to take 
some indirect action to frighten the people 
down below. 

The gladiatorial bouts are televised, and 
Spock and McCoy are at the top of the bill. 
They have to fight Achilles and Flavius. The 
fight begins but Flavius performs half¬ 
heartedly, so the guards hold the prisoners 
at gunpoint to force him to fight. Merrick, 
Claudius and Kirk sit to the side and watch. 
Claudius taunts Kirk, but the captain appears 
unaffected. He tells his captor that he's seen 
worse than this. 

In the 'arena', Spock defeats Achilles and 
overpowers Flavius with a nerve pinch. 
Claudius sends the two Enterprise officers 
back to the cells, and orders the guards to 
take Kirk to his quarters. 


o Claudius tries to force Kirk to call his 
crew down to the surface, but all the 
captain tells Scotty is that it is 'condition 
green' and that he should stand by. 


y Merrick has been befriended by 

proconsul Claudius Maximus, and both 
men try to persuade Kirk to join them in 
the planet's ruling elite. 


In Claudius's quarters, a beautiful slave, 
Drusilla, is waiting for Kirk. Claudius has 
told her to do whatever Kirk wants, and the 
captain takes full advantage of this gift. 
Claudius wakes Kirk that afternoon. One of 
the communicators is missing; Claudius tells 
Merrick to search Kirk, but he doesn't find 
anything. Claudius then sends Merrick away 
and tells Kirk that he respects him and will 
make sure his death is easy and quick. He 
then calls the guards, and tells them to take 
Kirk to the arena. 

Scotty has prepared to disrupt the power 
on the planet. In the arena, Flavius rushes in 


q Claudius forces Kirk to watch Spock 
and McCoy fight in the arena. He is 
convinced Kirk will break, but the captain 
stays calm. 


*q Spock defeats his own opponent and 
applies a nerve pinch to McCoy's. This 
is a breach of the rules, and Claudius 
considers executing him and McCoy. 


11 Claudius is impressed by Kirk and 
orders Drusilla to satisfy the captain's 
needs. Kirk is suspicious, but takes 
advantage of the offer. 


12 Scotty disrupts the city's power 
K - y! supply, and in the confusion Kirk 
rescues his crewmates. With Merrick's 
help, they return to the ENTERPRISE. 
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CAPTAIN'S LOG 

BTAPJDATIs iOQ74.3 

"We have detected evidence 
that a wormhole recently 
appeared and then 
disappeared in a nearby solar 
system. We are on our way 


I he U.S.S. Voyager NCC-74656 

changes course to investigate a 
wormhole. The wormhole's terminus 
isn't fixed at this point, but it may be 
fixed at the other end. Tuvok detects 
a Class-M planet nearby, and the 
sensors show that a replicator from 
the Alpha Quadrant was recently used 
on the surface. 

Janeway sends Chakotay and Paris to 

the planet to investigate, and tells Harry 
and B'Elanna to study the wormhole to see 
if it really connects with the Alpha Quadrant. 

Tom and Chakotay don native clothing 
and mingle with the crowds. There is no 
evidence of advanced technology. The two 
men meet a man who recites the first verse 


* 



of the Song of the Sages, and then asks 
them to pay him to sing the second verse. 
Chakotay detects a narrow band EM 
dampening field around a temple. 

They are about to enter when another 
man stops them and explains they cannot 
possibly enter the temple unless they are 
wearing the 'emblem of the sages', which 
he will provide in return for their shoes. 

Prophets of greed 

Harry and B'Elanna confirm that the 
wormhole leads to the Alpha Quadrant, but 
they also find that the entrance is moving 
around the Delta Quadrant too quickly for 
them to reach it. They suggest that they 
could bring the wormhole back here if they 
can polarize the instability in this system. 

On the planet, one of the townspeople 
bangs a gong. The temple doors open and 
two scantily dressed women appear; they 
are followed by a man dragging a replicator 
and two Ferengi who lead the townspeople 
in a chant - "Greed is eternal." 

The Ferengi call themselves the Holy 
Sages and, in return for a financial reward, 
they are prepared to listen to petitions from 
the crowd. They have taught the Takarans 
to live as Ferengi, and answer their pitiful 
requests for help by selling them copies of 
the Rules of Acquisition. 

Tom and Chakotay return to Voyager and 
tell the rest of the crew about the Ferengi, 
who have completely co-opted the locally 
mythology and now live in a palatial temple 
while the rest of the Takarans live in poverty. 
Tuvok reports that two Ferengi, Arridor 
and Kol, traveled through the Barzan 


7 An old man tries to interest Paris and 
Chakotay in the Song of the Sages m , for 
. the right price, he will sing it to them. 



2 The crew of the U.S.S. VOYAGER decide 
they have to stop the Ferengi and take 
them back to the Alpha Quadrant. 



0 In a change of tactics, Neelix visits the 
Ferengi and tells them he is the Grand 
Proxy and has come to take them home. 



2 Two FerengiArridor and Kol, have 
passed themselves off as the 'Holy 
Sages' and enslaved the native population. 


4 On VOYAGER, the two Ferengi persuade 
Captain Janeway that if she removes 
them it will damage the Takaran culture. 


q When Arridor and Kol try to kill the 

'Grand Proxy', they discover who Neelix 
really is and throw him out. 














STARSHIP LOG 
'False Profils' 


CARD 


wormhole seven years earlier. Harry and 
B'Elanna believe they can get the wormhole 
back here, but it won't stay for long. 
Janeway states that she intends to take the 
Ferengi back to the Alpha Quadrant with 
them. 

Arridor and Kol are berating their servant, 
Kafar, when Voyager's transporters lock on 
and beam them away. Captain Janeway tells 
the Ferengi that she has found a way of 
summoning the Barzan wormhole and that 
she will be taking them home. But Arridor 
atells her that to the Takarans, the Ferengi are 
the Holy Sages; if they leave now, it could 
completely destroy their belief system. 



but he refuses and strikes a gong, 
claiming that he is fulfilling the prophecy. 
Now the Sages must leave on "wings of 
fire." The townspeople tie Neelix and the 
Ferengi together, and prepare to set fire 
to them. 

Tom and Chakotay run into the temple 
and disable the Ferengi's dampening field. 
Neelix and the Ferengi disappear in a 
transporter beam just before the flames 
consume them. 

On Voyager, the crew are busy preparing 
to enter the wormhole and the Ferengi 


escape, stealing their own shuttle, which 
had been beamed aboard; the gravitational 
effect of the wormhole prevents Voyager 
from locking a tractor beam onto them. The 
crew try to beam the Ferengi back to 
Voyager, but Arridor responds by emitting a 
graviton pulse which interferes with the 
transporters and destabilizes the wormhole. 
A gravitational eddy pulls the Ferengi into 
the wormhole and Vo yager tries to follow 
them in, but the entrance moves away too 
quickly, leaving Voyager and her crew still 
stranded in the Delta Quadrant. 


ON SCREEN... 



TARSHIP FACTS 


Arridor and Kol were originally part 
of a Ferengi delegation sent to the 
U.S.S. Enterprise NCC-1701-D to 
negotiate for the rights to use the 
Barzan wormhole. 


Reluctantly, Janeway tells Tuvok to transport 
the Ferengi back to the surface. 

In a briefing to her officers, Janeway 
suggests that they should try to persuade 
the Ferengi to leave of their own free will, 
causing minimum disruption. 


Arridor and Kol are back in their 'divine 
vault' and have erected a dampening field to 
prevent anyone from beaming them out. 
There is a loud knock on the door. When 
they open it, Neelix, disguised as a Ferengi, 
walks through and announces that he is the 
Grand Proxy. He tells the two Ferengi that 
Voyager has managed to open the 
wormhole and contacted the Grand Nagus, 
who has sent him to recall them; the Nagus 
wants them to tell the people that they are 
returning to the Divine Treasury. He gives 
them 20 minutes to write a speech and goes 
outside, where he starts to distribute the 
Ferengi's profits. 

Arridor decides that they should kill the 
'Grand Proxy' and, when Neelix returns, the 
two Ferengi attack him. The Ferengi quickly 
gain the upper hand, and Neelix confesses 
that he isn't really the Grand Proxy; he's not 
even a Ferengi. A delighted Arridor and Kol 
throw him out. 

Neelix meets Tom and Chakotay; they 
are about to leave when the old man stops 
them. Chakotay has an idea, and asks him 
what happens at the end of the poem. In 
return for Chakotay's shoes, the old man 
recites the final verse which tells how the 
Holy Pilgrim came for the Holy Men and 
led them back to the skies on wings of fire. 

That night, Neelix goes to the steps of the 
temple and announces that he is the Holy 
Pilgrim. Tom and Chakotay spread the word, 
and soon a large crowd has formed in the 
square to listen to Neelix. When Arridor and 
Kol come out of the temple, Neelix tells the 
people that he has come to lead them back 
to the sky. Arridor tells Kafar to arrest Neelix, 


o Neelix stands in the town square and 
° tells the villagers that he is the Holy 
Pilgrim and he has come to take the sages 
back to the Divine Treasury. 


y Chakotay has an idea, and asks the 
' old man what happens at the end of 
the Song of the Sages. He realizes they 
can pretend Neelix is the Holy Pilgrim. 


Tom and Chakotay hurry into the 
temple, where they disable the 
interference field the Ferengi had set up 
to prevent anyone from using a transporter. 


q According to the song, the sages 
” will leave on wings of fire. The 
townspeople interpret this literally, and 
build a fire around their visitors. 


jo The Ferengi manage to steal their 
shuttle, but their attempt to escape 
from VOYAGER destabilizes the wormhole 
and they are sucked in. 


fa* When the 'sages' vanish, the 

townspeople are convinced that the 
prophecy has been fulfilled. Neelix and 
the Ferengi are safe on VOYAGER. 
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STAR TREK II: THE WRATH OF KHAN 


STARSHIP LOG 



STAR TREK II: THE WRATH OF KHAN 


Pflff G Khan has been defeated, buf The Genesis Device is abouT To explode inside The 
Mutara Nebula. The U.S.S. Enterprise NCC-1701 is sffanded. iniTh no apparenT means of 
avoiding The cafasTrophic effecTs ifs defonafion mill have on The ship. 


‘STAR TREK II: THE 
WRATH OF KHAIM 1 

"... it should be noted that 
in the midst of our sorrow... 
this death takes place in the 
shadow of new life. The 
sunrise of a new world. A 
world that our beloved 
comrade gave his life to 
protect and nourish." 

-Kirk at Spock's funeral 





K irk orders warp speed, but there is 
no response from Scotty. He turns 
to Sulu and tells him to "get us out 
of here," knowing full well that 
impulse power is not enough to 
reach a safe distance. No one notices 
Spock calmly leave the bridge. 

In the engine room, Spock prepares to 
enter the radiation room itself. McCoy tries 
to stop him, but Spock overcomes him with 
a Vulcan nerve pinch. Pulling on Scotty's 
heavy gloves, Spock steps into the room. 
Scotty comes to and pounds on the glass 
walls, yelling for him to get out, but Spock 
ignores him, knowing that only he can save 
the U.S.S Enterprise NCC-1701. 

Releasing the catches on the reactor 
container, as both McCoy and Scotty plead 
with him to stop, Spock lifts off the heavy 
cover. Lethal radiation vapor blasts up into 
his face. Setting the cover down, Spock 
reaches down into the blinding light of the 
reactor core, desperately trying to fix it. 

Up on the bridge, oblivious to the drama 
in the engine room, Kirk calls down but gets 
no response. He and the others watch as 
U.S.S. Reliant A/CC-7564 slowly recedes 
on the viewscreen. On the Reliant , Khan 
watches the Enterprise through his viewer 
static, triumphant even in death. He has 
finally defeated his mortal enemy. Captain 
James T. Kirk. 

"From hell's heart, I stab at thee!" he 
gasps. "For hate's sake, I spit my last breath 
at thee!" With that, Khan Noonien Singh 
slides to the floor and dies. The Genesis 
Device glows and vibrates, ready to release 
its awesome power... 


Final sacrifice 


m 


With a mere 30 seconds until Genesis 
detonates on the Reliant, Sulu says what 
everyone on the Enterprise bridge knows: 
"We're not going to make it." But deep in 
the engine room, Spock has somehow fixed 
the reactor core. He struggles to replace the 
cover, containing the escaping radiation. 

On the bridge, the monitors suddenly leap 
to life; main power has been restored. 
Thinking Scotty has miraculously made the 
repairs, Kirk immediately orders warp 
speed. Sulu complies, and the Enterprise 
streaks out of the Mutara Nebula - just 
before the stricken Reliant explodes in a 
single titanic burst of flame and smoke. 


ON SCREEN.., 




1 Time is ticking away; and the U.S.S. 
ENTERPRISE still does not have enough 
power to get her crew to a safe distance 
• before the Genesis Device explodes. 



o McCoy realizes what Spock is trying 
° to do and attempts to stop him, but 
Spock knocks him out with a nerve pinch. 



5 McCoy and Scotty look on as Spock 
attempts to save the ENTERPRISE by 
sacrificing his own life in the radiation. 


2 Spock realizes that he is the only 
one who can save the ENTERPRISE. 

He leaves the bridge unnoticed; everyone is 
too preoccupied with the U.S.S. RELIANT. 



^ Entering the radiation-flooded room , 
Spock puts on a pair of heavy duty 
gloves to help him in his task. 



Q Spock's repairs to the reactor core mean 
the ENTERPRISE can jump to warp speed 
in time to avoid the Genesis explosion. 


















* 
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STARSHIP LOG >3® 

STAR IAEA II: THE URATH OF KUAN Pill 6 


From a safe distance, Kirk and Carol 
Marcus, David Marcus, and the rest of the 
Enterprise bridge crew stare in wonder as 
the remnants of the Genesis detonation 
rapidly changes into clouds and matter 
surrounding a nucleus. Out of the massive 
detonation and destruction, new life - an 
entire new planet - is being born. 

Over the comm, Dr. McCoy's weak voice is 
heard. "Jim ... you better get down here ... 
Flurry!" Kirk is momentarily confused. Fie 
reflexively glances over at Spock's station, 
and sees only an empty chair. Instantly, Kirk 
knows. Leaving the conn to Slavik, he bolts 
off the bridge. 

Foremen lo Spook 

As the red hot clouds spawned by the 
Genesis Device continue to form the new 
planet, Kirk enters the engine room and 
halts in horror at what he sees. He rushes to 
open the doors of the radiation room, but is 
restrained by McCoy and Scotty before the 
entire compartment is flooded; it is too late 
to save Spock. 

Kirk calls to Spock, who slowly pulls 
himself to his feet, even giving his uniform 
a tug to straighten it. Half-blind, his face 
horribly burnt, he stumbles against the glass 
and asks if the ship is safe. Kirk assures him 
it is. 

"Don't grieve," Spock rasps. "It is logical. 
The needs of the many ... outweigh ..." 

"The needs of the few," Kirk finishes for 
him. 

"Or the one," Spock adds. "What do you 
think of my solution to the Kobayashi 
Maru ?" 

Kirk is overcome, and turns away briefly. 
Spock slowly slides down the wall. Kirk 
crouches, keeping his face near Spock's. 

"I have been ... and always shall be ... 
your friend," Spock says. 

Placing his palm flat on the glass, Spock 
gives the Vulcan salute. Kirk, crying now, 
places his own hand against Spock's, the 
thick glass between them. He keeps it there 
as Spock sinks down further. 

Captain Spock is dead. 

To honor their fallen comrade, who gave 
his life to save theirs, the Enterprise crew 
assembles in Torpedo Bay 2 in full dress as 
the flag-draped burial capsule bearing 
Spock's body is prepared. Admiral Kirk 
chokes back his tears as he gives a brief 
eulogy, concluding by saying that, "Of all 
the souls I have encountered, his was the 
most human." 

Scotty plays 'Amazing Grace' on his pipes, 
and the capsule moves through the line of 
mourners into the launch chamber. Then it 


is fired out into space, a bright red streak 
arcing toward the newly formed Genesis 
Planet. 

Later, Kirk sits in his room, unable to read. 
He is interrupted by David Marcus, who has 
come to make peace. Kirk uncomfortably 
admits to what Saavik accused him of 
earlier: "I haven't faced death. I've cheated... 
and tricked my way out of it." 

David tells Kirk that he has been wrong 
about him, and that he is very proud to be 
his son. Kirk's eyes well with tears and the 


two embrace, as father and son, for the 
first time. 

Heading for Ceti Alpha V to rescue the 
surviving crew of the Reliant, Kirk makes his 
final log entry, then joins his crew on the 
bridge to gaze at the flourishing new planet 
they are leaving behind. Although deeply 
saddened by Spock's death, Kirk is 
comforted knowing his friend has his resting 
place in the lush, burgeoning flora of the 
Genesis Planet. Thinking of that, Admiral 
James T. Kirk finally feels young again. 


ON SCREEN... 


y The U.S.S. ENTERPRISE escapes 
' the awesome effect of the Genesis 
Device , which would have completely 
destroyed both ship and crew. 


q A short service is held on board 
^ the ENTERPRISE before the capsule 
containing Spock's body is fired out 
into space. 


Spock's capsule finds its way to 
f the Genesis Planet. His body is laid to 
rest in the new paradise that has been 
created by the explosion. 


^ David goes to see Kirk to tell him how 
proud he is to have him as his father. 
Kirk is deeply moved, and hugs his son. 


40 The bridge crew gaze through the 
viewscreen at the spectacular sight 
of the Genesis Planet. Kirk realizes that at 
last he feels young again. 


Kirk is absolutely devastated when 
he realizes how his ship has been 
saved. He rushes down to Engineering 
to say goodbye to his close friend. 


ARSIHIP FACTS 


The Genesis Device is encoded 
to detonate four minutes after 
initialization, which is usually 
an ample amount of time for a 
starship to reach a safe distance. 
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continued 


kin love sonnet A form of lyrical, romantic 

verse. Q wrote several such poems for Kathryn 
Janeway while trying to woo the U.S.S. Voyager 
captain in 2372. ( Starship Log: The Q And The Grey' 
[VOY]) SEE FILE 71 

Dreco lizard Rare winged reptilian species native 

to Earth s eastern hemisphere. The species was extinct 
by the end of the 20th century. (Starship Log: 'New 
Ground' [TNG]) SEE FILE 69 
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A bed of Draebidium calimus aboard 
w one of the U.S.S. ENTERPRISE NCC-1701 -D 
shuttles was affected by an anomaly which caused 
the plants to revert to their 'infancy'. 

Draebidium calimus Vegetal organism collected 

by Keiko O'Brien on Marlonia. On return to the U.S.S. 
Enterprise NCC-1701-D, the shuttlecraft on which it 
was being transported passed through a molecular 
inversion. This caused the mature calimus to revert 
to seedling form, while the shuttle's humanoid crew 
reverted to children. ( Starship Log: 'Rascals' [TNG]) 

SEE FILE 69 
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Draebidium frocius Vegetal organism which 

Ensign Ro Laren once misidentified. The plant in 
question was actually a Draebidium calimus. ( Starship 
Log: 'Rascals' [TNG]) SEE FILE 69 

O The engines 
of the U.S.S. 

ENTERPRISE 
NCC-1701-D 
were designed 
in Drafting Room 
5 at the Utopia 
Planitia 

Shipyards, Mars. 

Dr. Leah Brahms 
was one of the 
foremost 
designers of 
the engines. 

Drifting Room S Dr. Leah Brahms' studio-lab at 

the Utopia Planitia Fleet Yards, where she executed 
much of the design for the U.S.S. Enterprise NCC- 
1701-D engines. Geordi La Forge created a holo- 
version of the room in 2366. This holographic recreation 
came in very useful on a couple of emergency 
occasions aboard the Enterprise. (Starship Log: 'Booby 
Trap' [TNG]) SEE FILES 32, 69 
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Drakian forest duellers A tribe of beings who, 

according to Neelix, are renowned for their telepathic 
visions and other paranormal abilities. ( Starship Log- 
'Time and Again' [VOY]) SEE FILE 71 


Iratfin puppy lig Animal life form kept as a pet 

(Starship Log: 'Crossover' [DS9]) SEE FILE 70 


O The U.S.S. ENTERPRISE registers its own 
drag coefficient within a gaseous envelope. 


drag coefficient. 

retarding force exerted < 


I A numerical measure of the 
ding force exerted on a moving body by a fluid or 
particulate medium, such as a spacecraft moving 
through a gaseous envelope. (Starship Log: 'Imaginary 
Friend' [TNG]) SEE FILE 69 

Draim A powerful member of the Orion Syndicate 
who specialized in blackmail and extortion from his base 
of operations on Finnea Prime. ( Starship Log: 'A Simple 
Investigation' [DS9]) SEE FILE 70 

Drake Equation A scientific concept on Earth for 

estimating the number of technologically-sophisticated 
civilizations in the Galaxy. It was developed by Frank 
Drake in the 20th century. A copy was posted on the 
wall of the Seti lab where Rain Robinson worked in 
1996. (Starship Log: 'Future's End', Part I [VOY]) 

SEE FILE 71 

Drake, Shufflecraff Federation shuttle assigned 

to the U.S.S. Voyager NCC-74656. Harry Kim was 

piloting the Drake when an accident altered the 
timestream and transported him into an alternate 
version of his life in San Francisco. (Starship Log: 

'Non Sequitur' [VOY]) SEE FILES 29, 71 


Drake. U.S.S . Wambundu-class Federation 

starship, NCC-20381, destroyed by a Minos-based 
weapons system in 2364. Earlier that year, Will Riker 
turned down command of the Drake to serve under 

Picard on the U.S.S. Enterprise NCC-1701-D ( Starshi 
Log: 'The Arsenal of Freedom' [TNG]) SEE FILE 69 

Draken IV Planet in the vicinity of the Kaleb Sector. 

The Starfleet base here figured in Subcommander 

N'Vek's plot to help Romulan government official M're 
defect to the Federation. ( Starship Log: 'Face of the 
Enemy' [TNG]) SEE FILES 3, 69 


O The entire crew of the 
U.S.S. DRAKE, including 
its commander Paul Rice, 
were killed by Minosian 
weapons. 


Delta Quadrant planet, home to the 
Drayans. A cave on one of its moons, considered the 
wellspring of Drayan life, is where dying individuals go 
to "rejoin the infinite energy." (Starship Log: 'Innocenc 
[VOY]) SEE FILES 3, 18, 71 


O ln 2372, Tuvok's shuttle 
crashlanded on Drayan II. 
Tuvok was unaware of how 
important the moon is to the 
Drayans, and unwittingly 
interfered with their death 
ritual. 
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Draps Extremely reclusive humanoid species with a 'reverse' 
aging process; in old age Drayans appear and behave as children. 
Unaware of this, Tuvok interfered with their death ritual by attempting 
to save several such 'children'. ( Starship Log: 'Innocence' [VOY]) 

SEE FILES 18, 71 



O The dispossessed 
Skrreeans from the 
Gamma Quadrant 
believed that Bajor was 
the home promised to 
them by a prophecy. 

They eventually settled 
on Drayton II, an Alpha 
Quadrant planet. 

Draijlonllc^M 

planet near Sefalla Prime. 

Due to its temperate 
climate and plentiful 
farmland, Commander 
Sisko proposed it as the 
best alternative to Bajor 
for the resettlement of 
the Skrreean population. 

(Starship Log: 'Sanctuary' 
[DS9]) SEE FILES 3, 70 


O Dreadnought 
was a highly 
sophisticated 
Cardassian missile 
that had the 
capacity to destroy 
a small moon. It 
was very adaptable 
and was able 
to evaluate 
situations and draw 
conclusions from 
them. 



With a great deal of hard work and trickery, B'Elanna was able to 
change the missile's programming so it blew up before reaching its 
target. ( Starship Log: 'Dreadnought' [VOY]) SEE FILES 36, 71 

Dream of the Fire, The A Klingon novel by K'Ratak, 

considered a masterpiece by Worf. When Data intended to resign his 
Starfleet commission in 2365, Worf gave him a copy as a parting gift. 
(Starship Log: The Measure of a Man' [TNG]) SEE FILE 69 


drechtal beam 


Powerful emission ray which can be surgically 
applied to sever sensory links in the brain. This was part of the 
procedure used in the operation to replace Worf's spine. ( Starship 
Log: 'Ethics' [TNG]) SEE FILES 65, 69 


Drop Class-M planet in Federation space. It was studied by 
officers aboard U.S.S. Enterprise NCC-1701-D as a potential new 
home for the Boraalans in 2370, but it was dropped from consideration 
because it is only three light years from Cardassian space. ( Starship 
Log: 'Homeward' [TNG]) SEE FILES 3, 18, 69 

Drazmon. Admiral Commander of the Proxima Maintenance 

Yards, nicknamed 'Droner' because of his dull personality. Sisko, Dax 
and Bashir were heading to a formal dinner with Drazman when a 
transporter malfunction sent them to 2024 San Francisco. ( Starship 
Log: 'Past Tense', Part I [DS9]) SEE FILES 19, 70 

Drea Advance agent for the Kelvan Empire of the Andromeda 
Galaxy. Drea served on a squad that apprehended U.S.S. Enterprise 
NCC-1701 crew members in 2268 as part of Kelvan invasion strategy. 

(Starship Log: 'By Any Other Name' [TOS]) SEE FILES 18, 68 


O Drea was 
one of the 
extragalactic 
Kelvans who 
took control 
of the U.S.S. 
ENTERPRISE 
in 2268 in an 
attempt to 
return to her 
own homeworld. 
She had no 
experience of 
humanoid form 
or romantic life, 
and ultimately 
succumbed to 
Captain Kirk's 
charms. 


Dreadnought Designation for a highly advanced Cardassian 

missile that was captured and reprogrammed by B'Elanna Torres 
when she was a member of the Maquis. It was transported to the 
Delta Quadrant by the Caretaker where, due to damage to its 
navigational sensors sustained on the journey, it locked onto a planet. 



Drella Being from Alpha Carinae V which feeds on the emotion of 
love, in contrast to the life form known as Redjac, which feasted on 
the terror it stimulated in humanoid victims. ( Starship Log: 'Wolf in the 
Fold' [TOS]) SEE FILE 68 

Drema IV Selcundi Drema planet with extensive deposits of raw 
dilithium. The planet's severe geotectonic volatility threatened to 
devastate its native civilization in 2365. The U.S.S. Enterprise NCC- 
1701-D saved the populace by sidestepping the Prime Directive. 
(Starship Log: 'Pen Pals' [TNG]) SEE FILES 3, 69 

O J Massive deposits 

of dilithium almost 
caused the destruction 
of Drema IV in the 
Selcundi Drema 
system. The dilithium 
converted the planet's 
geological heat into 
mechanical force, 
which placed massive 
stress on the tectonic 
plates and nearly tore 
the planet apart. 

Dreon VII Planet and site of a Bajoran colony. The Xhosa, a 

freighter piloted by Kasidy Yates, made cargo runs between Bajor and 
the colony on Dreon VII. ( Starship Log: 'For The Cause' [DS9]) 

SEE FILES 3, 70 



feci. 


I An intoxicating libation. Pentaran shuttle pilot Captain 
Dirgo carried a bottle of dresci; the drink affected his stability and 
competence following the crash of his shuttle Nenebek\r\ 2367. 

(Starship Log: 'Final Mission' [TNG]) SEE FILE 69 

Drex Son of General Martok, who had a reputation for being an 
exceedingly belligerent warrior. He was part of the massive Klingon 
invasion force at Deep Space Nine on Stardate 49011. He and four 
friends attacked Garak in his shop. ( Starship Log: 'The Way of the 
Warrior' [DS9]) SEE FILES 48, 71 













